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Introduction 


This Math Drill program package is designed to assist 
you in drilling your child in Basic Math Concepts. 
This program is recommended for children ages 7 and 
up. We recommend that you always set up the 
program and then allow the child to take over. The 
child should have no problem in operating the 
computer. Using the games, drills, and tests is easy. 


Pressing the wrong keys will not affect the program 
itself. You might have to restart the program again, 
but you will not have to reload it. Once loaded, the 
program remains in the computer’s memory. 


The Math Drill program has a total of eight sections. 
These sections are divided into three parts which are 
called “programs”. The first two programs have three 
sections each. The third program has only two 
sections. 


The package features two Table Testing sections 
consisting of problems randomly generated by the 
computer. The programs allow drilling of the Basic 
Four Operational Functions, i.e. Addition, Subtraction, 
Multiplication, and Division. 


The parent selects the operation type and table 
number. Your child supplies the answers. The score 
is shown at the end of each session. These problems 
appear in numerical order. 


The package also includes two Math Tables sections. 
The problems are shown along with the answer in 
these sections. Again, the parent selects the 
operation and the table number to be drilled on. 


Once you have set up the program (loading program 
and answering the questions), let the child take over. 
The Math Tables sections will not accept answers. 
Problems are displayed along with the answers for 
study and analysis by the child. The problems appear 
in numerical order. 


The package also includes one Math Test section, 
which allows your child to work all types of problems. 
All four Basic Math Operations can be exercised. 
These problems do not appear in numerical order. 


Also contained in this packet is a program which lets 
you prepare the contents of an entire session. Yes, 
you can personally create the problems and the order 
in which they appear. 


We have also included a game called “HI-LO”. As a 
“break” from all the other programs, this game gives 
the child a chance to challenge the computer by 
guessing @ number the computer has picked. You 
might even enjoy playing this game yourself. We 
should warn you that HI-LO may become habit 
forming. 


Each program is to be loaded and used individually. 














You select the section you want by loading the 
program in which it is found. When the program 
menu appears after loading, select the section you 
want exercised. 


All three programs have to be Joaded in the pocket 
computer's DEF mode. Once the program is loaded, 
press and [SPC] and the Menu appears. The 
Menu is displayed at the start of each program. 

You simply press [ENTER] to see each of the Menu’s 
selections. At any point during the program 
operation, you can return to the Menu by pressing the 
gold key, and then pressing the space key. 








The three Math Drill programs are recorded on both 
sides of the cassette supplied in this package. Each 
program has a different name, which allows you to 

toad a specific program directly. 


he: 


Loading Instructions 


1. Be sure the computer is turned off. Install the 
computer into the cassette interface. 


2. Connect the cassette interface to the cassette 
recorder (as described in the Pocket Computer 
Owner’s Manual). 


3. Insert the program cassette in the recorder. Rewind 
to the beginning of the tape. Press “PLAY” on 
the recorder. Set the volume control at 9. 


4. Turn the pocket computer on. Keep pressing the 


mode key until the DEF mode appears on the 
computer display. 


OAD) OHO and press 





6. The recorder will start and the computer will search 
the tape until the “ED1” program is found. The tape 
loads /feeds the program into the computer's 
memory. 


7. If the load is successful, the recorder will stop. 
The > symbol will appear on the display. Press the 
“STOP” button on the recorder. 


8. The program is now stored in the computer and will 
remain even if the computer is turned off. If you 


wish, the computer may be removed from the 
cassette interface by turning off the computer and 
sliding it to the right, then lifting. Be sure to turn 
the computer OFF before you disconnect it from the 
interface. When you turn the computer back on, 

the program will still be in memory. The computer 
may also be left connected to the interface if desired. 


To load any of the other programs into the computer, 
follow same instructions. Substitute the name of the 
desired program in instruction #5. For example, to 
exercise the program containing the HI-LO game, type 


()EOIGID and press FIEIBIZIE) then (ENTER). 


Note: If you receive an error message (example: 

4.. ..), try reloading the program. Also, some 
recorders operate better on batteries rather than AC. 
See Appendix B for hints on proper care of the recorder 
and cassette interface. 














Other difficulties in loading may be corrected by setting 
the volume control on your recorder as high as it will go, 
then try loading again. Also, see Appendix A for 
Backup/Copy procedures. 











The Menu 


On your computer there is a key labeled [MODE]. Press this 
key several times. Each time you press the key, 

a different word appears. Ail programs contained in this 
package have to be operated in the DEF mode. If you 
experience difficulty in loading a program, check to see if 
DEF is indicated on the display. If it is not, press the 

key until DEF appears, then repeat the entire 
loading process. 


The Menu of programs looks like this: 
DEF 
ED1 HFA A — MATH TEST 
SN#TB — MATH TABLE DISPLAY 
SHKT C — MATH TABLE TEST 


ED2 FrA — HI-LO 


SNFTB — MATH TABLE DISPLAY 
S)AKT C = — MATH TABLE TEST 
ED3 A — PREPARE MATH PROBLEMS 
TB — MATH TEST OF PREPARED 


PROBLEMS 


SEE 
Program Functions and Features NOTE #4 


Try loading the ED1 Program. Once it’s loaded, the 


Menu displays: pEF 
MATH TEST - AA 
MATH TABLES — SHAFT B 
MATH TEST — SAKTC 


The message PICK A PGM appears. You may do so by 
pressing the gold [SHFT], key with the corresponding fetter 
of your choice ( AJ, [B], or [G]). Press to see 


each selection of the menu. 


Let’s select Math Test — Press (SHFT] and [A]. 

DEF 
The program asks you to select a level of difficulty. How 
hard do you want the problems to be? The difficulty 
range is 1 to 4 (1 = easiest, 4 = hardest). Let's select 
[2] and press [ENTER] 


Now the program asks you to select a type of math 
operation, + (Addition), - (Subtraction), * (Multiplication), 
/ (Division). Let’s select [¢] and press [ENTER] 
(multiplication problems). 


The questions you receive now are self-explanatory. For 
NAME, use initials or first name only. The Name cannot 
be more than seven letters long. When the first problem 
appears, your job is done. 


Using the number pad on the right side of your 
computer, have the child type the answer, press the gold 
[SHET] key and then the [=] key. Every answer has to be 
followed with the [SHFT]and [5] keys. 

DBF 
The computer indicates when your answer is right or 
wrong. You are given a total of three tries. After the 
third try, the correct answer is indicated. When the 
answer is indicated, it remains on the screen. Just press 


[ENTER] to see the next selection. 





The problems appear randomly, not in any particular 
order. Your child's score is indicated automatically after 
the tenth problem. [SHFTJand [SPC ]will return you to 
the beginning of the program. 


Ze 


Pressing LENTER] again at this point will produce 
unspecified results or an error code. To resume press 


and the [SHIFT] [SPC] . 
DEF 
The computer displays Math 1 and you type [SHIFT][B]. 





pee 





Computer Displays: You Type: 


ENTER A NUMBER 
WHAT'S YOUR NAME? Your name if less than 


7 letters, or use initials, 
and press [ENTER]. 


PICK A PROGRAM Press [SHFT], then [B]. 


(+, -.%, /) Select type of problem. 
Type (multiplication) 
and press [ENTER]. 
TABLE NUMBER Any number 1 - 12. Let’s 
practice our 6’s. Type [6] 
and press [ENTER]. 


Each problem as well as the answer is displayed for your 
child to study and analyze. Pressing [ENTER] causes the 
next problem to appear. Each table has twelve problems. 
A DONE message appears after the 12th problem. 
Pressing the keys returns you to the 
beginning of the program. You can use the [SHFT] and 
[SPC] keys to interrupt at any point in the program. 








The computer displays: ED1 — TABLE TEST and you 


type: [SHIFT 


The initiation questions are the same as those in the 
previous program. The difference in this program and 
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Any number, press[ENTER]. 


the one previous is that these problems are to be 
answered by your child. The score Is indicated at the 
end of the session. Answers are to be typed and then 
followed with the pressing of the gold [{S' =} 
keys. 








The only point which needs stressing in this program is 
the Division section. When problems appear with the 
numerator (top number) being smaller than the 
denominator (bottom number), the answer will require a 
REM (Remainder) to be entered. You can by-pass 
remainder-type problems by continuously pressing 
[ENTER). When the table number appears in its whole 
equivalency i.e. 5/5, 6/6, the child can take over. 


For example: !f you want to test child on Table 3 with 
division problems, the first problem to appear will be 
@/3. The second problem will be 1/3, the third problem 
2/3, and finally 3/3 will appear. 3/3 should be the 
first problem 


If you wish to answer the problems anyway, here is a 
method in which to answer them. Example: 5/6 — 
answer first with [B], then answer REM with [5]. 6 will 
not go into 5, so the answer is [Q]. The remainder, REM 
will be the numerator (top number}. Example: #2: 
4/6 should be answered [8] and remainder REM [4 
We suggest by-passing these type of problems (see last 
paragraph). 




















ED2 Program 


Once loaded, the ED2 Program’s menu consists of the 
following: 


HI-LO — SHFTA 
MATH TABLES — SHFT B 
TABLES TEST — SHFT C 


Let’s select the HI-LO game. Press and [A]. The 
computer indicates the object of the game, GUESS A 
NUMBER — 8 TRIES. Press [ENTER] to start the game 
and the first try appears. The screen shows: 








Q(?)} 100 # 1 SHFTL 


The mysterious number is somewhere between @ and 100. 


To the right, the number 1 indicates this is your first try. 
The SHFT L is informing you to enter your answer 

with the gold and the letter keys. Some 
programs use ind EE] to enter answers, but HI- 
LO uses [SHFT] and 











For our 1st guess, let's try the number 52. Type [5][2], 
then [1]. Your guess is flashed briefly on the 
screen then you are shown how close your guess was 
{high or low). You guessed low if your guess appears on 
the left side of the parentheses, and high if on the 

right side of the parentheses. 


Your “new” guessing range is now indicated on the 
display. Study your “new” range. After making a few 
guesses, you will notice that each of your guesses 
appears as the high or low in the next range. 


Even if you fail to guess the number, your guess is 
beneficial in narrowing the guessing range after each 
try. The computer also indicates the number of guesses 
you have made — the number before SHFT L. 


Once you have completed a game, your score as well as 
the computer's score are displayed. If you wish to play 
again, just press [ENTER]. If you want to return to the 
Program menu (to perhaps exercise another selection), 


press [SHFT] and 


The remaining two selections on the menu — MATH 
TABLES and TABLES TEST are the same as MATH 
TABLES and TABLES TEST in the first program (ED1). 
Answers are entered with [SHFtJand [&]. Pressing 
and [SPC allows you to interrupt a session and 
return to the program menu/beginning. See instruction 
in ED1 Program. 














ED3 Program 
The menu consists of the following: 


MATH PROBLEM — SHFTA 
MATH TEST OF PREPARED PROBLEMS — SHFT B 


When you use this program (ED3}, you should always begin 
with the Prepare Problems section. You have to create 
the problems to be worked. So, let’s select 





Computer Displays: You Type: 


1ST NUM = Enter the first number. 


Type [5], press [ENTER]. 


PICK + - */? What type of problems do you 





want? Type press [ENTER]. 
2ND NUM Type a 2nd number — [6], 
press 
Your problem will be indicated — #1 5+6= 


The problem number and the created problem appear 
briefly for your viewing, then the next problem setup 
is shown. 


Note: When creating your problems, remember to use 
only single or double digit numbers. Also, use any 
number between @ - 30. 


You can create up to 12 problems. The computer helps 
by keeping track of the number of problems you've 
created. When you have created the last problem, wait 
for the setup of the next problem (1ST NUM?), and 
press [ENTER]. 


The computer will indicate DONE. At this point you may 
set the problems up for testing in the Math Test section. 


Do this by pressing [ENTER]. 


The first selection on the menu appears which is the 
Prepare Problems section. We do not want this section, 
we just completed it. So, press and select 
(SHFT} [B] for Math Test of Prepared Problems. The 
answers are entered with [SHFT] and [=] keys. The 
score is registered on the computer display. 


Note: The computer has an automatic timer which 
turns off the computer if it does not receive any input for 
more than five minutes. Therefore, when you create 
problems for a session, schedule the testing session 
immediately after problem preparation. 


We know you will appreciate this program package even 
more when your child brings a report card home. 


es 





Appendix A — Backups 


A Backup is a tape copy of a program and is an ex- 
tremely effective method of insuring that an accident 

or equipment fault will not result in the loss of 
software. Your first action as owner of the Math Drill 
Package should be to make working copies of the 
original cassette(s) and then put the originals away ina 
safe place. Although it may be possible to make direct 
copies using two cassette recorders or on cassette 
duplicating equipment, the most RELIABLE methad is to 
use the computer itself to make the Backups. Also, for 
frequently used programs, you may wish to put them on 
Separate cassettes for easier loading. Here are step-by- 
step instructions for making a Backup: 


1. Connect the Cassette Interface to the cassette 
recorder and install the computer in the Cassette 
Interface 


2. Place the cassette containing the program(s) to be 
copied in the recorder and either rewind the tape to the 
beginning or position the tape to a blank area just 

prior to the desired program. Place the recorder in the 
“PLAY” mode. 


3. Turn on the computer, make sure that it is either 

in the DEF or RUN mode and type in: 

HOA halle] ¢’name” is the name of the 
program to be copied). 















































4. When the program has been loaded into the 
computer and the cassette has stopped, remove the 
cassette and replace it with the cassette which is to 
receive the program copy. Either rewind the tape to the 
beginning or position it to the point where the copy is 
to start. You should leave about ten seconds of blank 
tape if the copy is to start at the beginning of the 
cassette or about five seconds of blank space if the 
copy is to follow another program on the same 

cassette. Place the recorder in the “RECORD” mode 


5. Make sure that the computer is in either the DEF 
or RUN mode and type in: 


CSIEAMEAEAEL 
The recorder will start and record your program. 


6. Now rewind the cassette to the blank space just 
prior to the program, put the recorder into the “PLAY” 
mode and type in: 

fall) 


ADAG 
This is the computer's verifying function and the 
recorder will start and compare the cassette copy with 
the program in the computer’s memory. If the copy is 
good, the recorder will stop at the end of the program 
andthe > prompt will re-appear on the display. {f an 
error occurred during the verification, you'll get an error 
display such as: 5 


























is 














If this happens, check the recorder volume setting and 
try the CLOAD? function once more. If you still get an 
error, the tape copy is probably bad and you should 
CSAVE the program once again and re-verify it. 

You may find that some brands of tape, especially the 
cheaper brands may not be of sufficient quality to 
insure reliable copying. Radio Shack Supertape or 
TRS-80 certified cassettes are recommended for best 
results. 


7. Repeat Steps 1 through 6 for each program to be 
Backed-up. 


8. Put the original cassettes away in a safe place and 
use them ONLY for making working copies. 


Appendix B — Maintenance 


Maintenance of your Pocket Computer System is not 
difficult and attention to the simple points listed below 
should provide best reliability and satisfaction 


1. Keep your program cassettes in their boxes when not 
in use and don't expose them to extremes of temperature 
or magnetic fields. NEVER touch the exposed surface of 
the tape on the front edge of the cassette. 


2. Clean and demagnetize the tape heads in the 
recorder at regular intervals. Follow the 
recommendations in the cassette recorder’s manual. 
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3. Experience has shown that best program loading and 
saving reliability is achieved by operating the cassette 
recorder on batteries rather than AC. 


4. Use only fresh alkaline type batteries in the recorder 
and Cassette Interface. 


5. Always press the recorder’s “STOP” key immediately 
after loading or saving a program. This will release the 
pressure on the rubber roller which pulls the tape so that 
the roller will not develop a permanent “‘flat’ at the paint 
of contact with the tape. 


6. ALWAYS turn the computer OFF before installing it 
in, or removing it from the Cassette Interface. 


7. After removing the computer from the Cassette 
Interface, be sure to re-install the protective plug to keep 
dirt out of the connector on the computer. Never touch 
the exposed contacts on the Cassette Interface. 


NOTE? #2 Change bine ae Tol Goro aas) INSTEAD oF GOTO 23S 








RADIO SHACK SOFTWARE LICENSE 


A. Radio Shack grants to CUSTOMER a non-exclusive, paid up license 
to use on CUSTOMER'S computer the Radio Shack computer software 
received. Title to the media on which the software is recorded (cassette 
and/or disk) or stored (ROM) is transferred to the CUSTOMER, but not title 
to the software. 


B. In consideration for this license, CUSTOMER shall not reproduce 
copies of Radio Shack software except to reproduce the number of copies 
required for use on CUSTOMER'S computer (if the software allows a back- 


up copy to be made). and shall include Radio Shack’s copyright notice on 
all copies of software reproduced in whole or in part. 


C. CUSTOMER may resell Radio Shack’s system and applications soft- 
ware (modified or not. in whole or in part), provided CUSTOMER has 
purchased one copy of the software for each one resold. The provisions of 
this software License (paragraphs A, B. and C) shall also be applicable to 
third parties purchasing such software from CUSTOMER. 




















IMPORTANT NOTICE 


ALL RADIO SHACK COMPUTER PROGRAMS ARE LICENSED ON AN 
“AS IS” BASIS WITHOUT WARRANTY. 


Radio Shack shall have no liability or responsibility to customer or any 

other person or entity with respect to any liability, loss or damage caused or 

alleged to be caused directly or indirectly by computer equipment or pro- 

grams sold by Radio Shack. including but not limited to any interruption of 

service, loss of business or anticipatory profits or consequential damages 

resulting from the use or operation of such computer or computer programs. 
Good data processing procedure dictates that the user test the 
program. run and test sample sets of data. and run the system in 
parallel with the system previously in use for a period of time 
adequate to insure that results of operation of the computer or 
program are satisfactory. 
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